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成的，如何认识 MMORPG 的正反面价值，这是本研究的两个重要议题。 
    本文沿着“建构理论框架——调研获取数据资料——MMORPG 成瘾程度的影
响因素分析——MMORPG 成瘾原因分析——游戏成瘾与流畅经验的相关性分析—
































Massively multiplayer online role playing game(MMORPG) is the mainstream in 
the online game market in years. It becomes the most popular entertainmental 
consuming pattern depend on realistic image, touching game story and simple 
operational mode. But the steadily rising social problems , especially the juvenile 
problems along with warmth of MMORPG are extremely worrying. The reappearance 
in real life of internet game addiction ,fraud, theft, violence in games bring a lot of 
harm to the players’ own development and other people’s life. There are many people 
against the "network" and many countries have adopted policy of restricting online 
games. So how did it happen? In the process of players’ addiction, which factors 
impact them most ? How to realize the positive and negative values correctly about 
MMORPG? These are the most important questions in the study.  
In order to answer these questions. This paper goes along the blue of “ build up 
theoretical model—gather date and material—analysis of influence factors about 
MMORPG addiction—analysis of the reasons about addiction—correlation analysis 
between flow experience and internet game addiction—apocalypse of policy”. 
The study shows: The essential reasons of MMORPG addiction are game’s 
physical environment, belonging-love need, personal characteristics, self-actualization 
need. These reasons are expressed in some factors: economic ability, fixed game 
friends, friends in real life, lonely and introverted, pursuit of capacity and power. 
Meanwhile, the study also finds that flow experience is correlated with internet game 
addiction, the highest addictive and fluent people get the largest percentage ,mainly in 
the 18-25 year-old group, constituted by students largely, with higher education level. 
Male has the higher additive and fluent extent than female and even more difficult for 
female to gain satisfied in the contact of MMORPG. 
This paper has innovation as follows: Integrated game environment, players 
themselves ,internet game itself to considerat their effect to MMORPG addiction; 
Inspected communication, psychology, sociology and other academic literature then 
use the perspective “game” to study players’ motivation and needs; Through social 
investigation to provide relative research with data support. 
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游戏市场规模达到 65.4 亿元人民币，比上年增长 73.5％。预计到 2007 年，中
















                                                        
① 2006 年网络游戏行业现状与年末预测.www.d1d1.com   

























































































    网络成瘾（Internet Addiction Disorder,简称 IAD）一词最先是于 1993
年由心理病学家 Ivan Goldberg 所提出，用来形容因过度使用网络而造成幸福感
有所欠缺的人们，然而 Pittsburgh 大学的 Kimberly Young 教授则认为网络可以
像酗酒、吸毒与赌博一样让人成瘾其中，她认为网络成瘾涉及广泛的行为、冲动
自制问题。Davis(2001)以“认知-行为”的角度去解析整个网络成瘾的行为，他
提出“病态的网络滥用（Pathological Internet Use,PIU）”来修正 Young 等
学者对于网络成瘾的称呼，因为他认为网络的使用是一种行为（Behavior）,所















































    Grohol(1999)认为没有特定理论去解释网络成瘾的原因，多数的网络成瘾者
是逃避在现实生活无法解决的事情，或是不想承受现实生活的痛苦，如压力、对
生活的不满意，他的研究在本文的研究中也得到了重要参考。 





















2.1.2.1 流畅经验的定义  













































MUD①及其他网络在线环境的流畅经验，Mckenna & Lee（1996）研究指出 MUD
玩家在参与游戏时存在高度流畅经验。由于流畅经验在 MMORPG 中的研究较少，
所以笔者主要借鉴的是与 MUD 相关的流畅经验研究成果。 





















                                                        

















5．主观时间感（Subjective Sense of Time）:当流畅经验产生在游戏玩家身
上时，玩家感觉到玩 MUD 时间过的特别快。 
Mckenna & Lee(1995)研究问卷对于 MUD 玩家的回收结果证实 MUD 玩家在游
戏时是有高度的流畅经验，但对于存在有高度流畅经验的结果仅有描述而缺乏解
释。基本上学者认为流畅经验对于 MUD 的影响存在着正面的态度，因此本研究以










可以持续 10 分钟到 10 小时不等（Markus Friedl，2006）。 
2.2.2 游戏者本身因素影响网络游戏成瘾的研究 
2.2.2.1 玩家个体性格中的偏执因素与网络游戏成瘾的关系 
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